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INTRODUCTION 

Music I - Terms and Notations is the first of a series of three modules to be 
developed by MEGC Instructional Services for music theory drill and practice. 
The diskettes of programs make use of the capabilities of the ATARI Computer 
to generate tone and produce high-resolution graphics. E|tch program is designed 
to allow students to choose the difficjilty of the problems to be presented and 
to select exercises of increasing diffictilty as skills improve^ 

Music theory is a skill-oriented discipline that requires much practice. Typically 
this practice is not a solitary activity. A teacher must evaluate the student^s 
efforts and, in the case of ear training, also present the nxu^ic to be heard. This 
is a tedious and time-constiiming task. The ATAllI Gomput<ir presents both visual 
and aural stimuli and can provide instant feedback to student responses. In 
addition, it can produce many problems of a given type randomly, thus relieving 
the teacher of tedious drill work while providing students with individualized 
activities. 

Handout pages in this booklet are numbered sequentially in the upper right corner 
and may be duplicated for use with students. 
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INDEX TO PROGRAMS ON DISKETTE 



n^RODDCnON 

acquaints students with the ATA Ri Computer and demonstrates the 
capabilities of the computer that are used on some of the programs on 
^^^^^ ^ J^^ music theory diskettes, , ^ ^^^^^ ^ 



Ttee following music theory ai^i^f are listed in ordtei^ of sjjgge3te| (See General 
Description). -^v-^r^^^^^^^^ ^ , - ^-f 

NOTE TYPES 

a drill on recognizing different types of notes and rests. Students identify 
a note or rest as a quarter, an eighth, etc. and determine the number of 
beats it is to be held. 



NAME THE NOTE 

a drill on identifying notes in both treble and bass clefs. Students specify 
the clef(s) to be used and decide whether sharps, flats, and ledger lines 
/• are to be iiicluded. : ' ■y-,—--';^^^^^ 



igE;;5r SIGNATURES 

a drill on ^recognition of key signatures. Students can choose to work 
iJrttli^imajOT keys only, miiw keys cmlv# or a combination of both. 



TERMS 

a drill on the definitions of fifty-seven Words used in musical terminology. 
# Three levels jof, problem cjif ficiilty are Available. - " 



ENHARMONICS 

a drill on notes that are equivalent in pitch but can be written differently. 
Stuitents Jecide whettpr or^ to use double sharps and double flats. 



MUSIC i-n-m 



GENERAL DESCRIPTION... 



The three diskettes of music programs for the ATARI Computer can be used 
singly or in a combination to drill students at successive levels of difficulty. 

Below is one possible sequence of instruction for usin^ the five pro-ams on Music 
I - Terms and Notations; the seven programs on Music 11 - llhythm and Pitch ; 
and the five programs on Music Til - Scales and Chords . Each diskette has a 
menu of programs with an END option. The END option provides for ending 
work on the current diskette and inserting of a different one. This instruction 
is divided into nine levels. The student does Level One first, and when all parts 
of level one are successfully completed, moves on to Level Two, etc. While a 
student is using a program, the microeornputer keeps track of whi<* problems 
have been answered correctly and selects subsequent problems from ones the 
student has not tried or has answered incorrectly. 



Sequence of Instruction 



MUSIC 
diskette 



Level One 



Level Two 



Level Three 



NOTE TYPES (all sets) 
NAME THE NOTE (all sets) 
ENHARMONIQS (all sets) 

TERMS (set 1) 

KEY SIGNATURES (major only) 
COUNTING («11 time signatures) 

AURAL INTERVALS (major and minor 
VISUAL INTERVALS (2nds) 
WHOLEHiALF 



2nds) 



WRONG NOTE (2nds) 

MISSING NOTE (2nds) 

RHYTHM (set 1) 

RHYTHM PLAY (set 1) 

AURAL INTERVALS (3rds, and a mix of 

2nds and 3rds) 
VBUAL INTERVALS (3rds, maximum of 1 

sharp or flat) 



WRONG NOTE (3rds, maximum 1 sharp 

MISSING NOTE (3rds, maximum 1 sharp 
RHYTHM (set 2) 
RHYTHM PLAY (set 2) 
AURAL INTERVALS (4ths and 5ths) 
VISUAL INTERVALS (4ths, maximum of 
or flat) 



or flat) 
or flat) 



1 sharp 



I 
I 

I 

I 
I 

n 

n 

m 

n 
n 

II 

TI 

n 

u 

n 
II 
n 
n 
II 

n 



■^■':>-:-'-'^^?^^ MUSIC 

Sequence of Instruction Diskette 

Level Five * WRONG NOTE (4ths, maximum 1 

sharp or flat) II 
MISSING NOTE (4ths, maximum 1 

sharp or flat) II 

RHYTHM (set 3) U 

RHYTHM PLAY (set 3) H 

FIND THE HALF (3 notes) IH 

TERMS (set 2) I 
VISUAL INTERVALS (5ths, maximum 

1 sharf^ or flat) II 

Level Six - WRONG NOTE (5ths, maximum 2 sharps 

or flats) " n 
MISSING NOTE (5ths, maximum 2 sharps 

or flats) n 
FIND THE HALF (4 notes) IH 
VISUAL INTERVALS (6ths, maximum 3 

flats OP sharps) II 
AURAL INTERVALS (sixths) II 
; - TRIADS (major and minor only, both fixed 

and random root) III 

Level Seven - WRONG NOTE (6ths, maximum 3 sharps or 

flats) II 
MISSING NOTE (6ths, maximum 3 sharps or 

flats) II 
FIND THE HALF (5 notes) IH 
VISUAL INTERVALS (7ths, and mixture of 

6ths and 7ths) II 
AURAL INTERVALS (7ths, and mixture of 

6ths and 7ths) II 

• TRIADS (all types, both fixed and random root) III 

Level Eight - WRONG NOTE (7ths, maximum 4 sharps or 

Hats) II 

• MISSING NOTE (7ths, maximum 4 sharps or 

flats) n 

SCALES (major and minor) IH 
SEVENTHS (major, minor, dominant, both 

fixed and random root) HI 

AURAL INTERVALS (all intervals) II 

KEY SIGNATURES (set 2) I 

TERMS (set 3) I 

Level Nine - SCALES (major, minor, and modal) III 

SEVENTHS (major, minor, dominant, half 

diminished, fully diminished, both fixed 

and random root) III 
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Sequence of Instructioft 



MUSIC 
Diskette 



Level Nine - KEY SIGNATURES (set 3) 1 

VISUAL INTERyALS (7ths, maximum 6 

flats sharps) H 
WRONG NOTE (7ths, maximum 6 flats 

or sharps) H 
MINING NOTE (7th$, maximum 6 fte^ 

or sharps) 11 



Recording Sheets 

A student Eecordiiig Sheet is provided for each music theory program so 
that te«i*€re have a i'eropd t>f student students are given 

direction and can see progress. 

The preceding Sec^ene^ of Instruction is one example of a plan for moving 

students through nine levels using the three diskettes of the music theory 
programs. To use the programs effectively, students will need direction. 
While teachers kmm that students should t>e famfliar with the sounds of 
fourths and fifths in order to use these intervals in a program like WRONG 
NOTE (see Music III - Scales and Chords ), students may not know this. 
Students who try programs that are beyond their level of competence 
usually gain nothing and feel they have failed. Th€»«fore^ if the three 
diskettes of the music programs are to be used with students, a plan 
should be devised for each student individually or for the class as a whole. 

After the decisicm has been made on which programs to use a^nd in what 
order, a Recording Sheet should be prepared for each program each student 
is to use. 

Here is how a Recording Sheet might be filled out for a hypothetical 
. .. student named Sue Collins who has advanced through the beginning levels 
of the music tjiewy programs^ Sue is now ready to work with AURAL 
INTEEVALS, on the Music II - Rythmn and Pitch diskette. 

Sue has some background in intervals and can usually identify major 
and minofe 2nds« She can id^tify a third, but has trouble 

distinguishing between major and minor thirds. Sue is very weak 
on most other intervals. One plan for Sue could be the following^, 

!• Give her a few drills to discriminate between major and 
minor 2nds (both low to high an^ high to low). This will 
famUi^4?ie Jier with the equipment and build her confidence. 

2. Give drill on a mixtare of major and minor 2nds and minor 
3rds (Ih and hi). 



3. Give drill on major aiii minor 3rds (Ih and hi). 

4. Give drill on major 3rds, minor 3rds and perfect 4ths (hi and 

5. Drill on perfect 4ths and perfect 5ths (hi and Ih). 

6. Drill on all intervals^ minor 2nd through perfect 5th, excluding 
the tritone (Ih and hi), 

7. Drill perfect 4ths^ perf^t 5ths, minor 6ths (Ih and hi). 

8. Drill minor 6ths, major 6ths (Ih and hi), 

9. Drill perfect 4th, perfect 5th, major 6th, minor 6th, minor 
7th (Ih and hi). 

10. Drill minor 7th and major 7th Oh and hi). 

11. Drill major 6th, minor 6th, major 7th, minor 7th, tritone (hi 
and Ih). 

12. Drill all intervals (Ih and hi). 

Structure and sequence is provide through the student recording sheets. 
The instructor fills in: 

The student's name 

The number of problems to do each session 

The total needed for mastery 

The sequence of instruction 

At each computer session students use the Recording Sheet for the 
directions the instructor has filled in at the top. After work is finished 
on each program, students enter their scores and mark NO if mastery is 
not achieved and repeat the session. If mastery is achieved, they mark 
YES and move on to the program that is next in the sequence by returning 
to the menu and: 

1. pressing the number of the new program, or 

2. selecting the END option on the menu and inserting a different 
diskette. 
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I H T BO D U C T I O N 



MUSIC ON THE ATABI COMPUTER 



ific Topic: 



ATARI capabilities on muaic theory programs 



Type: 
Reacfifig Levek 



Demonstration 



7-8 (Dale-ChaU) 



DESCRIPTIOlf 



INTRODUCTION acquaints the student with the ATARI Computer in a non- 
threatening setting and demonstrates the capabilities that wiU be used in some 
of the music theory programs. 



OBJECTIVES... 



1. 



to experience the ATARI keyboard before the be^nning of the music 
theory lessons. 



2, to see and hear ATARI sound and ^aphics used in some of the 
music theory programs. 



INTRODUCTION 



BACKGROUND INFORMATION... 



Music theory is a fruitful area for computer-enhanced curriculum. Visual and 

listening skills are combined in the drill and practice routines presented for 
mastery of music fundamentals. This program demonstrates the sound and 
graphics capabilities used in some of the programs and also gives students a 
chance to try the ATARI touch sensitive keyboard before they begin the drill 
lessons. The programs do not require prior work with computers. 



I H TROD U C T I O N 



I lit. cru'-ip II riE"R 

».^er i. njijpu y^All still be able to 
r en 4 *h t y ui av« at e aii4 le air to 
r feii'.o 911 i i:a misicai ■tK'rii«i& lihna these...' 



Dolci>^e 
P i sno' 



iil ie<jnD 
Can tab i l«e 
Cr«asc€rtd<i 



Press eiMiiail to cDntinue 



SAMPLE RUNS 



After a brief intro- 
duction to the oiusic 
theory pr<»framSt stu- 
dents see an example of 
how the computer can 
display text rapi<By using 
music terms. They also 
learn that thev will he 
able to work at their 
own pace* 



EXAMPLES OF SCREEN OUTPUT 



THE caMPU1f£R 
CAM 

DISPLAY MUSIC hOTATXQII 




m 



o- 



Xn soHi of theMProsrsi^e »c>^« mill see 
notes. Key signAtureSi an^A ^Xh^n 

press cumuli continue. 



hear tones 

generated by the com- 
puter, are told to adjust 
the volume of their TV 
set, and see music 
symbols displayed on the 
screen. 
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NOTE TYPES 



TERMS AND NOTATION 



Specific Topic: Rest and Note Types 

Type: Drill and Practice 
Reading Level: 5-6 (Dale-Chall) 



DESCRIPTION... 



NOTE TYPES drills on recognition of different types of notes r.nd rests. Students 
identify a note or rest as bein^ a quarter, an eighth, etc. and determine the 

number of beats the note or rest is to be held. They mav work with notes only, 
with rests only, or with a combination of notes and rests. 



OBJECTIVES... 



1. to identify the following notes and rests: 

dotted whole ^ - 

whole 

dotted half 

half 

dotted quarter 
quarter 

dotted eicrhth 

eighth 

sixteenth 

2. to specify how long a given note or rest should be held if a quarter 
note receives one beat. 
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NOTE TYPES 



BACKGROUND INFORMATION... 



To work with this program students should know note and rest types and how 
to determine the number of beats a note or rest is to be held. This pr<)f ram 
provides drUl on recognizing the note and rest types show^n betowi 

Notes 



i 



XE 



XE 



sen 



dottfld iriKilA dottttd 



ht^ dotted opwiti 
quarter 



eiglith sixteenth 



Rests 




dotted UriHoim dotted 

heif 



half dotted quarter 



clotted eighth sixteenth 
eighth 



The number of beats a rest or note is held depends on both the time signature 
and the Qppe # <»r r^t» 



Time Signature 

The time signature is the pair of numbers found 
to the right of the clef at the beginning of the 
comoosition. The top number is the number of 
beats in a measure and the bottom number 
indicates which type of note receives one beat. 
In the example, there are 3 beats in a measure 
and a quarter note receives one beat. 



NOTE TYPES 



Note type 

A system for naming notes helps the performer determine how long one note 

should be held relative to another. 

A half note is held half as long is A whole note, 



A quarter note is held half as long as a half note 
and one-fourth as long as a whole note. 



Looking at things from the other direction, if a quarter note is held one 
beat, then a half note is held twice as long, or two beats 



A dot (•) following a note increases the length of time the note is held 
by fifty percent, for example: 

If a half note is held two beats, a dotted half note is held 
(2 X 1.5) or 3 beats. 



USE IN AN INSTRUCTIONAL SETTING... 



Students should know note and rest types and how to determine the number of 
beats a note or rest is held, (See Background Information.) Instructors should 
fill in the top of the Recording Sheet for NOTE TYPES before students are sent 
to the computer. Space is provided for recording results for two computer 
sessions on NOTE TYPES. If more practice is needed to achieve the expected 
total needed for mastery, an additional Recording Sheet, should be prepared for 
students- 



Instructors should decide if students are to follow the suggested sequence of 
instruction (see General Description) for the music theory programs. 

If the suggested sequence is to be followed, a folio should be prepared for each 
student with the recording sheet for each program the student is to use. NOTE 
TYPES, NAME THE NOTE, and ENHARMONICS are the programs required to 
complete Level One of the suggested sequence. 
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NOTE TYPES RECOROTKG SHEET 



Name 



Number of problems to do 



Notes Onlv 
Rests Only 
Notes A Rests 



(10 max.) 
(10 max.) 
(10 max.) 



Total needed for mastery 



Session 



Session 



Notes Only: Number Tried 
part 1 Number Correct 
part 1 Number Correct 



Notes Onlv: Number Tried 
part 1 Number Correct 
2 Number Correct 



Rests Only: Number Tried 
part 1 Number Correct 
part 2 Number Correct 



Rests Onlvt Number Tried 

part 1 Number Correct 
part 2 Number Correct 



Notes & Rests: Number Tried 

pqrt 1 Number Correct 
part 2 Number Correct 



■Mia 



Notes & Rests: Number Tried 
part I Number Correct 

part 2 Number Correct 



Master Achieved 



Master Achieved 



(Yes or No) 



(Yes or No) 



MECC 



NOTE TYPES 




V h is IP r o s 3 1^'^ p r o u i tiMi s drill en 

1 Kici progra^^i 1 1 print a note or rest 
and ucjy "will be asked: 



1- 



to idtniitify' th*i type of nDt^a- ai- 
res t - whtiie, half, darted 
•qiiiarv^jr , etc , 

brj-Hi* ►•HiKinys bEia'tB the no^te or rest 
i:h«n«Jld be hv. \d When ^ a QUaRTEft I4DTE 

is held ciWE beat. 

IQ '*nter a i^art of a beat^ use 
^ie'C i f^-a 1 s . For exai^ple, when a 
kJUiftftrtR >U3TE is held ONE btiat, an 
eighth note wDi^iid receive .5 bn^ats. 



Fress pxarrfnniTl to continue. 



SAMPLE RUNS 



The instructions explain 
to students the two parts 
of the drill and to enter 
a part of a beat usin^?: a 
decimal. 



EXAMPLES OF SCREEN OUTPUT 



Vou i^y be drilled on anis^ of the 
foil o*wi na J 



1 . 

2 . 

3 . 



Motes onl5^. 
Rests only. 
^ Mixture of 



na tes atnd rest 23: 



MhiCh VOUld you like? ffi 



Students specify the 
tvpe of drill tHev 'vish 
to work on. "^hev also 
specify the number o^ 
problems. 
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N O T E T y P B S 




.:iblir i at i on 



Mote or resit ^yi>e 



H 
Q 

E 

DM 
C H 



Half 

Ouarter 

Dotted Wlioie 
rotted Half 

»9t'teci art«*r 
#ott:ed EiaKtH 



The abbreviations are displ ayied 
r e en wh i 1 e you answer %Hm """^ 

f-ress laarprigl to continue- 



on th^ 



SAMPLE RUNS 



Stuctents are told how to 
enter note names i^ing 

abbreviations. 




EXAMPLES OF SCREEN OUTPUT , 




entk*r the abbreviation for this 
WD, it is a* a QUARTER: noto . 



no t«ti 



For each exercise a note 
is displayed and students 
are e^ed to type its 
abbreviation. (Abbre- 
viations are listed on the 
screem) Students have 
one chance to answer 
each problem. If the 
resDonse is incorfect, 
the correct answer is 

displayed. 



press; OlSIOHa to continue 



NOTE TYPES 




y 





3- 



iiD%f Htany beats does it receii^e? 



5^. 5,. 75, 1,1.5, 2^3, 4, 6>? 1 



CDrrect I ! ! 



Press 11 



an ta c ontinuB . 



SAMPLE RUNS 



After identifying^ the 
note or rest type, 
students are asked how 
many beats the note or 
rest ^ets if a quarter 
note orets one beat. 
Possible answers (.25, .5, 
.75, 1, 1.5, 2, 3, 4, 6) 
are displayed on the 
screen. 



EXAMPLES OF SCREEN OUTPXJT 




HI fcj i"Hilr. I e r" c D fi"^ r e c t: 

»l- S fi- '^J P -ti r . . . w .1 B 



Mi- 
Mr 

H' 
«• 
M 

M- 
■M- 



to c ontinue . 



In the score, the student 
g:ets one point for each 
note type identified 
correctly and one point 
per problem for privin^ 
the correct number of 
beats. Therefore, the 
student who requests 10 
problems and ?^ets them 
all right will get a score 
of 20 correct. 
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NAME THE NOTE 



TERMS AND NOTATION 



Specific Topic: 
Type: 

Reading Level: 



Note Identification 
Drill arid Practice 
9-10 (Dale-ChaU) 



PfiSCRIPTIDN 



NAME THE NOTE gives students practice in identifying notes in both treble and 
bass clefs« Students specify the cl«f(s> to be used and tJeeide whether or not 

exercises will include sharps, flats, and ledger lines. 



OBJECTIVES.,* 



to name notes iij both treble and bass clefs. 



2. to name notes which are written with ledger lines. 

3. to mme notes when the key signature contains sharps or flats. 



NAME THE NOTE 



BACKGROUND INFORMATION... 



To work with this program student should know the scheme for naming notes 
and the functions of ledger lines and key signatures. 



Treble Clef 



The two most commonly used clefs are 
the treble and bass clefs. Alternate 
names are G-clef and F-clef respectively. 
Notice that the treble clef seems to focus 

on the second line of the staff. The 
treble or G-clef identifies this line as G. 




Bass Clef 



Notice in the drawing of the bass clef 

that the focus of the clef symbol is on 
the fourth line. The bass or F-clef 
identifies this line as F. 



Other notes on the staffs can be determined from the starting points of F and G 
as shown below: 





J 3 

p # * 


,00] !=;-= 




p — m — # — u — 4- \ 




-i-4 


1 1 * i ^ 









GABCDEGFE 



FGAFEDCBAG 
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N A M JB T H E N O T E 



Ledger Lines 



Since all notes cmn not be dfeplayed on these staffs, composers use ledger lines 
to show those notes which go above or below a staff. A ledger line should be 
regarded as a cqntinuation of the staff as in the examples below; 



G A B C 



A B 



G 



C O E F 



B middle 
C 



t 



Ke y Signatures 



A key signature is a shorthand method of 
identifying notes to be sharped or flatted 
throughout the composition. In the key of G 
major, for example, the note, F, is almost always 
played as F-^aro* Rather than placing a sharp 
sign before each F in the piece, the composer 
uses a key signature as shown. 



9J 



Since the sharp sign is placed on the fifth line (F)„ the performer knows that all 
F^s #re to be pity ed as F sharp's. 



V i E D C i BAGFjf ED C* 




In the example above, notice that there are two sharps: F and C, This means 
that all F^s and C's in the piece are now played as F#J^ and C#'s. 



NAME THE NOTE 



USE IN AN INSTRUCTIONAL SETTING... 



Students should know the scheme for naming notes and the functions of ledger 
lines and key signatures. (See Background Information,) Instructors should fill 
in the top of the Recording Sheet for NAME THE NOTE before students are sent 
to the computer. Space is provided for recording results for two computer 
sessions on NAME THE NOTE. If more practice is needed to achieve the expected 
total needed for mastery, an additional Recording Sheet should be prepared for 
students. 

Note that for students following the suggested Sequence of Instruction, NOTE 
TYPES, NAME THE NOTE, and ENHARMONICS are required to complete Level 
One. 
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NAME THE NOHTE RECORDING SHEET 



Name 



Number of problems to do 



Total needed for mastery 



Set Is Number Tried 
Number Correct 



Set I 
Set 2 
S«t 3 
Siet 4 
Set 5 



(30 max.) 

(30 max.) 

(30 max.) 

(3iB max.) 

(30 max,) 



Session 



Set 1: Number Tried 
Number Correct 



Set 2i Number Tried Set 2: Number Tried 

Number Correct Number Correct 



Set 3: Number Tried J. Set 3i Number Tried 

Number Correct v * . Number Correct 



Set 4: Number Tried > : ..vg- . Set 4: Number Tried 

Number Correct Number Correct 



Set 5: Number Tried ^ Set 5: Number Tried 

Number Correct Number Correct 



Mastery Achieved 



(Yes or No) 



Mastery Achieved 
(Yes or No) 



NAME THE MOTE 
\ SAMPLE RUNS 



riKj shajik>3> flats J 



1 . 



r!k X 1 treble c i e / , 
kill b-ass ci<?fj. tio sbarpSj fiats, 

\%o sh<irpii* iiat> or ledger I xnes. 

wix'ture of vrebie ninci bass clefs, 
Jo^iv? lediier lines, no sharps or 

f- 1 -CI t S • 

fc4i>'Cur.» of treble and bass clefs, 

*5orU ledqw^r lines and sowe sh<irps 
and flats. 



Which level do you want^ 



The student selects the 
level of problem dif- 
ficulty. 




EXAMPLES OF SCREEN OUTPUT 




Hd'W nvany prablews '^ould you like? 93 
Enter a nui^ier foetitfeen 1 ani 38. 



The student soecifies the 
number of problems to 
be attempted. 
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NAME THE NOTE 



*;> harps iW^ 



flats CM 



SAMPLE RUNS 



Level 5 of the program 

explains that a % sign 
(shift 5) placed after a 
note name indicates a 
flat, e.g. E% fe 1-flat. 

A pound sign (#) placed 
after a note name 



indicates a sharp, 

F# is F~sharp. 



EXAMPLES OF SCREEN OUTPUT 






MQ. The correct ansH.mjr i a* 



In each exercise a note 
is d isplay ed for - the 
student to identify. The 
student has one chance 
to answer each problem^ 
If the re^>onse is in-- 
correct, the correct 
answer i$ di^layed. 



ENHARMONICS 



TERMS AND NOTATION 



Specific Topic: 
Type: 
Reading Level: 



Enharmonics Equivalents 
Drill and Practice 
9 - 10 (Dale-Chall) 



DESCRIPTION... 



ENHARMONICS ^ives the student drill in identifyinsc notes which are equivalent 

in pitch but which may be written differently, such as G-flat and F-sharp. The 
student decides whether or not to include exercises containing double sharps and 
double flats. 



OBJECTIVE... 



to identify note names which are enharmonically equivalent. 
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E N R A ft M O N I C S 



BACKGROUND INFORMATION^. 

To work with this pro-am students should know the function of flats, sharps, 
double flats, a,pd douWe sharps. Ide^ly, thev will have access to. a keyboard 
instrument. Students should become familiar with the^^^^^f facts about a 

keyboard: 



U White keys are labelled C T> E F G A B 

2. Black keys are used for sharps and flats, and may be ealled by 
more than one name. 

3. If a note Isr sharped, it is played one half step (one note) higher tban 

it is written. ' 

4. If a note is flatted, it is played one half ^ep lower than written^ 

Example: The black key between F and G can be called F-sharp 
because it is on%tialf step higher than F, but it can also be called 
G'flat because it is one half step lower than G. 

5. A double sharp cmises a note to be played a whole step (2 notes) 
higher than written and a double flat causes a note to be played 
a whole step lower than written. 

Example: F-double sharp is G, and G-double flat is F. 

6. Note that C-fiat is B, and E-sharp is F. 



ENHARMONICS 



To work with this program students should know the function of flats, sharps, 
double flats, and double sharps. Ideally, they will have access to a keyboard 
instrument. Students should become familiar with the following facts about a 
keyboard: 



1. White keys are labelled C D E F G A B 

2. Black kevs are used for sharps and flats, and may be called by 
more than one name^ 

3. If a note is sharpened, it is f)l^^ one half step (one note) hi^^her 
than it is written. 

4. If a note is flatted, it is played one half step lower than written. 

Hxample: The black key between F and G can be called F-«harp 
because it is one half step higher than F, but it can also be called 
G-flat because it is one half step lower than G. 

5. A double sharp causes a note to be played a whole steo (2 notes) 
higher than written and a double flat causes a note to be olaved 
a whole step lower than written. 

Example: F-double sharp is Q, and G-double flat is F. 

6. Note that C-flat is B, and E-sharp is F. 
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E N H A R M O N I C S 



USE IN AN INSTRUCTIONAL SETTING... 

Students should know the fimetiori of flats, sh»pSt <iouble flats, and double sharps. 
(See Background Information.) Instructors should fill in the top of tt^ Recording 
Sheet for ENHARMONICS before students are sent to the computer. Space is 
provided for ifeeording resiilts for computer sessions on ENHARMONICS. If 
more practice is needed to achieve the expected number needed for mastery; 
an additional Recording Sheet should be prepared for students. 

Note that for students following the sugg:ested Sequefic^ of Instruction, NOTE 
TYPES, NAME THE NOTE, and ENHARMONICS are required to complete Level 



ENHARMONICS RECORDING SHEET 



3 



Name 



Number of problems to do 



Set I 
Set 2 



(14 max.) 
(10 max.) 



Total needed for mastery 



Session 



Session 



Set 1: Number Tried 
Number Correct 



Set 1: Number Tried 
Number Correct 



Set 2: Number Tried 
Number Correct 



Set 2: Number Tried 
Number Correct 



Mastery Achieved 
(Yes or No) 



Mastery Achieved 
(Yes or No) 



T her u a.r*.2 t:wo ts of en H ar mofi i c 
spelliAB 4ril}i3 frori which ^om hwh; 



1. spoiiinas wixh Gniy sharps and 



2f 5.|>el 1 insiii viich double sharps 
and doubi'a flats. 



Which i^eic da you want? 



£ N H A R M O N ICS 



SAMPLE RUNS 



Students may choose to 
woric with either 3ir^le 
sliarps and ftets or 

double sharps and flats. 



EXAMPLES OF SCREEN OUTPUT 



HDW ^^n9 probi<a)rtiB WDUld ^oki like? JLQ 



The student specifies the 
tiinfnber of problems. 




use "the PDMnd sian cshift 3}. 



Flat:s Cb3 



Use the percent sign C5hif*t 55 . 



Press QMilEEl to continue* 



EXAMPLES OF SCREEN OUTPUT 



ENHARMONICS 



SAMPLE RUNS 



The student is informed 

how to enter sharp and 
flat signs. 




Shanes tit> - CShi f t 35 
Flats ttJ - cihift SJ 



Uha t is th& siwpitist enliarMonic 

spe i 1 xn9 of Fiii^ G 

MD. i he ani3wer iii Gb . 



PPBi^s CIST^PTtlTI to continue. 



In each exercise, the 
computer displays a note 
name and the student 
enters the simplest 
enharmonically equi- 
valent spelling: for that 
note. For example, if 
the computer displays 
F#, the student should 
answer with G flat. 
Students get one chance 
to answer each problem. 
If the response is wrong, 
the computer displays 
the correct answer. 



30 




TERMS 



TERMS AND NOTATION 



Specific Topic: 
Type: 
Reading Level: 



XXefinitioiB of Mime al Terms 



Drill and Practice 
5-6 (Dale-Chall) 



DESCRIPTION... 



TERMS provides drill oa the definitions of fifty-seven musical teirins. 




OBJECTIVE^. 



to tmow the ilefinitiOTs of Hfty^vtn musical terms aftfr completing the 
three sets of drills in the program. ■ 
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TERMS 



BACKGROUND INFORMATION... 

TERMS provides three levels of problem difficulty: 

- most commonlv used music terms 

- commonly used music terms 

- less commonly used music terms 

Students select the level of problem difficulty and the number of problems to 
be presented. 

The computer keeps records of which terms have been identified correctly* Once 
identified correctly, a term will not be presented again until aU terms have been 
identified correctly. 

The chart on the following page lists the musical terms used in the program and 
their definitions. 



SET 1 - Most Commonly Used Music Terms 



SET 



MUSIC TERM 



DEFIMrnON 



a cappeUa 
a tempo 
adagio 
allegro 
andante 



dolce 



crescendo 



diminuendo 



arpeggio 
coda 



singing without accompaniment 
resume the normal tempo 
slowly and leisurely 
quick, but not so fast as presto 
at walking speed 

playing the notes of a chord quickly, one after the other 
a final passage closing a composition or piece 
becoming gradually louder 
becoming gradually softer 
sweetly 



fine 



the end 



forte 



loud 



largo 



slow and stately 
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SBT 1 McMrt Commonly Use^ Musie 



(Cotitimied) 



SET 


MUSIC TERM 




legato 




RI6Z20 




piano 




presto 




ritard 




staccato 


SET 


MUSIC TJiKM 


2 


agitato 


2 


al fine 


2 


c^non 


2 


Cfl^tfl^ile 


2 


eon 


2 


dolore 


2 


grazioso 


2 


grave 


2 


lento 


2 


meno 


2 


piu 


2 


pizzicato 


2 


poco 


2 


rubato 


2 


sempre 


2 


sfonsai^o 




sostenuto 




tutti 


2 


vivace 



DEFINmON 

smooth 

medium fairly 
soft 

very fast 

become gradually slower 

with distinct breaks between siuccessive notes 

SET 2 - Commonly Used Music Terms 

DEFINmON 

fast and with excitement 
to the end 
a round 

in singing style 
with 

sail 

smooth) elegdJit 

with gravtty 

slowly 

less 

more 

plucked 

a little 

intentionally deviating from strict rhythm 
always — 
-with emphasis - 
hidd for the full indicated time value 
for all instruments 
r, spirited 
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TERMS 



SET 3 - Less Commonly Used Music Terms 



SET MUSIC TERM DEFDmiON 

3 al segno to the sign 

3 brio bright 

3 calore warm 

3 capo head or beginning 

3 comodo comfortable 

3 da capo al fine return to the beginning and conclude with the word, fine 

3 fuoco fire 

3 ma non troppo but not too much 

3 maestoso majestically 

3 marcato strongly accented 

3 molto very much 

3 moto motion 

3 pesante heavily 

3 poco a poco little by little 

3 rallentando slowing, gradually 

3 segue continue 

3 stringendo accelerating the tempo toward a climax 

3 subito suddenly 

3 tenuto hold for full value 
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T E RMS 



USE IN AN INSTRUCTIONAL SETTING... 

Students should be encouraged to learn the Italian pronunciation of the rotBie 
terms used to mark a composition as well as to recognize what the words mean. 
Only recognition of terms and definitions is drilled on in the program. Instructors 
should fill in the top of the Recw^iig Sh€^ for TERMS before students are sent 
to the computer. Space is provided for recording results for two computer 
sessions for each of the three sets for TERMS. If more practice is needed to 
achieve the expected total needed for masteryi an aciditioiial Recording 
ihould be prepared for students. 

Note that for students following the suggested Sequence of Instruction, Set 1 of 
TERMS is required at Level Two, Set 2 of TERMS is required at Level Three, 
and Set 3 of TERMS is required at Level Eight. 




TERMS RECORDING SHEET 



Name 



Number of problems to do 



Set 1 
Set 2 
Set 3 



(19 max.) 

(19 max.) 
(19 max.) 



Total needed for mastery 



Session 

Set 1: Number Tried 
(Level Two) Number Correct 

Mastery Achieved 
(Yes or No) 



Session 

Set 1: Number Tried 
(Level Two) Number Correct 

Mastery Achieved 
(Yes or No) 




Session 

Set 2: Number Tried 
(Level Five) Number Correct 

Mastery Achi'eved 



Session 

Set 2: Number Tried 
(Level Five) Number Correct 

Mastery Achieved 



(Yes or No) (Yes or No) 



Session 

Set 3: Number Tried 
(Level Eight) Number Correct 

Mastery Achieved 
(Yes or No) 



Session 

Set 3: Number Tried 
(Level Eight) Number Correct 

Masterv Achieved 
(Yes or No) 




MECC 




Thorij ^pig three uats of teriK^s 



1 . Most c^j^mmnxy^ used tier wcs. 

3r. eoHi^onlii ii&e4 terwHt. 

5 • L#ss cil^i«»on 1 y used ter i«« . 

Mhich set teri« i*iai*l<l yay liket 



T E R MS 



SAMPLE RUNS 



Students choose tQ work 
with most commonly 
used terms, commonly 
used terms, or less 
commonly usecj terms. 




EXAMPLES OF SCREEN OQTPUT 




ms%'m >%3ni:i pratia^*^ . would, y^Du. iXKinri x.3 



Students specify the 
number of problems. 
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IP V »a 3 t a 



C . VBbV!/ fast . 



MKat is the correct answer? 



TERMS 



SAMPLE RUNS 



In each exercise a term 
is printed at the top of 
the screen with three 
possible definitions of 
that term. Students 
enter the letter of the 
definition which most 
closely defines the term. 
They get one try per 
problem. If the response 
is wrong, the correct 
answer is displayed. 



EXAMPLE OF SCREEN OUTPUT 
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K E Y SIGNATURES 



TERMS AND NOTATION 



- Type: 
Reading Lev^ 



Major and Minor Key Signatures 
Drill and Practice 
7 ^ 8 (©ale-ChaU) 



DESCRIPTION... 



KEY SIGNATURES ^ives the student drill in recoernizin^ majoT* and minor key 
signatures. Students may choose to work with major keys only, minor keys only, 
or with a mixture of major and mimv key signatwes. 



OBJECTIVES... 



1. t0 identify all major key signatures. 



2. 



to identify all mirK>r key signatures. 
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KEY SIGNATURES 



BACKGROUND INFORMATION... 



To work with this progfram students should know the names of the notes (see 
NAME THE NOTE) and be somewhat familiar with a procedure for identifyinc: 
key signatures. 

The key signature (sharps or flats next to the clef) identify the key in which 
the music is written, e.g., A major, B minor, etc. 

Major Keys 

There are several methods for identifyinc^ major key signatures. One of 
the more pop'-ilar methods has two rules: If there are sharps in the kev 
signature, DO (the name of the key) is one half step uo from the last 
(rightmost) sharp. If there are flats in the kev signature, DO is the second 
to the last flat. 



Minor Keys 

There are several ways to identify minor key signatures. Perhaps the 
easiest is to first identify the major key and then move down a minor 
3rd. Using this method, if there is one sharp in the key signature, the 
major key is G. The pitch found a minor 3rd below G is E. Therefore, a 
key signature which has one sharp is E mino?*. The relative minor of G 
major is E minor. 

"^he key can also be determined by counting the number of sharps or flats in 

the key signature. The table on the next page shows keys determined by the 
number of sharps or flats. v v^*- 



KEY SIGNATURE CHARt 



Number of 



ShflPDS OP Flats 




Names 










• Major Key 


1 91 ICXI 


> 


C# 


G« 


D# 


A# 

m A If 


E# 


B# 


C# 


VJ b 1 1 cL I po 


L ft 


c# 


G# 




A# 

■t * IT 


E# 




F# 


^ chop 
O t IclL 


1 TT 


c# 


G# 


D# 


A# 






B 


f 91 icli Mo 


■ * w - 


c# 


G# 


D# 








E 


O O 1 Icll jJo 




c# 


G# 










A 


0 C? V» Q T» r^o 




, c# 












D 


1 shar^ 
















■ G 


None 
















C 


1 flat 
















F 


2 flats .J 


' Bb 


Eb 












Bb 


3 flats 




£b 


Ab 










Bb 


4 flats 


Bb 


lb 


Ab 


Db 








Ab 


5 flats 


Bb 


Eb 


Ab 


Db 


Gb 






Db 


6 flats ^ 


Bb 


Eb 


Ab 


Db 


Gb 


Cb 




Gb 


7 flats 


Bb 


®> 






- Gb 


Cb 


Fb 


Cb 



Minor Key 

A# 
D# 
G# 
C# 
F# 
B 

■ E 
A 
D 
G 
C 
F 

Bb 
Eb 
Ab 



NOTE; 



1. 
2. 
3. 



4. 



The first sharp is always F, ttie second C, etc. 
The first flat is always B, the se,con,(i E, etc. 

The notes are flatted in the reverse order from the wav they are sharped, 
i.e,, the sharps , in order are: FCGDAEB and the flats are BEADGCF, 

The notes are sharped and flatted in a predictable order. Each sharp is 

a fifth UD from the previoiis sharp and each flat is a fifth down from the 
previous flat. .I,-:;; ' 
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KEY SIGNATURES 



Useful in studying the order of sharps, flats, and key signatures is a concept called: 



The Circle 

of Fifths 




Notice the order of the pitches. They are arranged so that the interval between 
adjacent pitches is a fifth* 

C is at the top. 

G, the note to the right of C, is a fifth higher than C. 

F, the note to the left of C, is a fifth lower than C. 

The Circle of Fifths can be used to identify a key signature or to determine the order 
of sharps and flats in a key signature. 

All the key signatures which have sharps start at C and go clockwise. 

Example: G has 1 sharp, D has 2, etc. 
All the key signatures which have flats start at C and go counterclockwise. 

Example: F has 1. flat, Bb has 2, etc. 

The order of tl-ie sharps can be found by starting at F# and moving clockwise. The 
order of flats can be found by starting at Bb and moving counterclockwise. 



42 



KEY SIGNATURES 



USE IN AN INSTRUCTIONAL SETTING ^ 

Students should know the names of notes and a procedure for identifying key 
signatures. (S^e background Information). Instructors should fill in the top of 
the Reeofding Sheet for KEY SIGNATURES befwe students are sent to the 
computer. If more practice is needed to achieve the expected total needed for 
niasteryt an additional Recording Sheet should be prepared for students. y 

Note that for students following the suggested Sequence of Instruction, Set 1 ot 
KEY SIGNATURES is required for Level Two, Set 2 is required for Level Eight, 
. and Set 3 is required for X»§¥el Nine. 



KEY SIGNATURES RECORDING SHEET 



Name 



Number of problems to do 



Set 1 
Set 2 
Set 3 



(15 max.) 
(15 max.) 
(15 max.) 



Total needed for mastery 



Session 

Set 1: Number Tried 
(Level Two) Number Correct 

First Try... 
Second Try... 

Mastery Achieved 

(Yes or No) 



Session 

Set 1: Number Tried 
(Level Two) Number <^orrect 

First Try... 
Second Try... 

Mastery Achieved 
(Yes or No) 



Session 

Set 2: Number Tried 
(Level Ei^ht) Number Correct 

First Try... 
Second Try... 

Mastery Achieved 

(Yes or No) 



Session 

Set 2: Number Tried 
(Level Ei^ht) Number Correct 

First Try... 
Second Trv... 

Mastery Achieved 
(Yes or No) 



Session 

Set 3: Number Tried 
(Level Nine) Number Correct 

First Try... 
Second Try... 



Session 

Set 3: Number Tried 
(Level Nine) Number Correct 

First Try... 
Second Try... 



Mastery Achieved 



Mastery Achieved 



(Yes or No) 



(Yes or No) 




KEY SIGNATURES 



SAMP<«E> RUNS 



This prtisiraf* is 
key siisri^tures? . 



a drill ill idaiiici tying 



ftpiii Choices: ^ 

1. Only Major keya . 

2. Only Minor keys. 

5. Both Major and mnor keys. 

Mhictk wnuid you like"? 



Students choose to work 

with major key si^na- 
turesy minor key s^na- 
tures, <»r a mixture of 
both. 



EXAMPLES OF SCREEN OUTPUT 




^ key sisr^ature will be drawn on ttie 
screen . Th^ K«esf signature, sharps or 
flats next to the clef^ identifies 
the Key in yhich the wusic is yritten 
Type the naM,e of the key but do not 
enter the words ^«jo^ or winor . 

Exawp IBS 



A-Flat is Ab-. 
G is 6. 

F-'Sharp is Ft?. 



Press OT^^CTirn to continue 



Students are taid to 
enter sharp «nd flat 

si^ns. A % sicrn (Shift 
5) placed after a note 
indicates a flat, e.g*y E% 
is E-f lat. A pound sign 
(#) placed after a note 
indicates a sharp, e*g., 
is 



KEY SIGNATURES 



Sharps tifJ - tshift 35 
Flats «t> - <Shift 5J 




This is -the key signature for which 
TTa Key? c 



Correct! ! ! 



Press rpgjmri xo continue 



SAMPLE RUNS 



In each exercise, a key 

signature is displayed for 
students to identify. 
There are two tries per 
problem, but an answer 
is counted as correct 
only if it is answered 
correctly on the first 
try. If incorrect on the 
second trv, the correct 
answer is displayed. 




EXAMPLES OF SCREEN OUTPUT 



¥t HuHber tried... 10 ^ 

* wuwfaer correct 

* First try B ^ 

* second try. .... 0 ^* 



The computer keeps 
records of which key 
sis^natures have been 
identified correctly. 
Once identified cor- 
rectly, a key signature 
will not be presented 
again until aU other key 
signatures have been 
correctly identified. 



Press OXMinilll to continue. 
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Appendix A 



GETTING TO K^ QW YOUR ATARI COMPUTER 

Equipment 



ATARI COMPUTER 0OKSOLE1 



BASI#-LA|IGUAGE CARTRIDGE: 



The computer 
keyboard. 



and 



TELEVISION: 



DISK DRIVEi 



DISKETTE: 



A cartridge (containing 
the BASIC computer 
laneruage) that is 
inserted into the 
console above the 
keyfeoar^^ 



A television set used to display information. 

A unit that holds and reads ti^a diskette. 

A 5i inch "record" that contains a series 
of computer fo^g^m^^. ^ 



ATARI Computer Keyboard 






SYSTEM 
RESET 



OPTION 




The ATARI Computer keyboard looks much like the keyboard of a typewriter. Some 
special keys are noted belom 

RETURN Key— When you are finished typing either a response to a question 
or a line in a program, you send the information to the computer by 
pressing the HJSTURN key. 

BACK S (Backspace) Key— Each time you press the BACK S key, the cursor 
backs m dine space and erases each letter it passes over. This feg^ture 
allows you to correct typographical errors easily. 
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SYSTEM 
RESET 







BREAK Key— Press this key to stop the execution of a program. The 
program will remain in the computer memory and may be run again. If 
BREAK doesn't work to stop the program, try the RESET key. 

RESET Key— Like the BREAK key, the RESET key stops program execution. 
It also clears the screen. To restart, type RUN"D:HELLO". 

ESC (Escape) Key— While you are using MECC diskettes, press the ESCAPE 
key in response to a question to stop program execution. The computer 
will ask whether you wish to run the program again. If you do not, the 
computer will display the diskette menu, and you may choose another 
program. 

SHIFT Key— Use the computer SfflFT kev like that of a typewriter. If a 
key displays two characters, you may hold down the SHIFT key while 
tvoing to orint the ipper character. For example, holding down the SHIFT 



key and typing 




will print 



CAPS/LOWR (Capitals/Lower case) Key— When you press this key, the 
computer begins typing in lower-case letters. To capitalize individual 
letters, vou must hold down the SHIFT kev as with a typewriter. To 
switch back to all capitals, hold down the SHIFT key, and press the 
CAPSA^OWR key again. 

CTRL (Control) Key— Hold down the CONTROL key while pressing another 
key if indicated by the computer instructions. 



Kevs That Can Cause Confusion 




0 (Zero)— The zero is on the top row of keys, 
interchangeably with this number key. 



Do not use the letter O 




1 (One)— The number one is on the top row of keys, 
interchangeably with a lower-case L (1). 



Do not use it 
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AppeiKtix B 



usmq A MECC diskette 




Using the Ck>niPMter 

1. Make certain that the ATARI Computer, BASIC language cartridge, disk drive 

and television are plugged in and connected to each other properly. (See the 
ATARI Computer New User^s Guide by MECC for detaUed iiistxuctiqts*^ 

2. Turn on the television. ^ 

3. Turn on the disk drive. Ttte PWm ON and BUSY lights will come on. After 
about 10 seconds the BUSY light wiU go off, and the whirling sound will stop- 
Turn on the ^fflMte #iw turn on the computer* 

4. Press the rectangular release button below the disk drive to 
open the door. In^t a diskette into the disk drive, exposed 
oval part first, with the diskette label up. Diskettes are 

- sensitive to dust, heat, cold and magnetic fields, so handle 
them with eere» (See the User^s Guide for information on 
diskette care.) - v"^ 

5. Close the door on the disk dpi ve. 

6. Turn on the ATARI Computer. The power switch is located on the r-igrht side 
near the power cord. The disk BUSY Ught will turn on, and you -vill hear a 
¥rhirttog sot»«i fi^E^m the disk^^ 

If the disk BUSY light does not go off in about 10 seconds, turn the computer 
off, and make sure that the diskette is plaeed correctly in the disk drive. Then 
turn the computer on. v 

If no display appears <»t your television sCTeen at this point, and the television 
is set at channel 2 or 3, the computer may be Set for the wrong ct^nneL The 
channel select switch is on the back of the ATARI 400 Computer. Switch it to 
the opposite position* 

7^ A MECC logo will appear on the screen with the diskette name. Then a "menu" 
will appe^r^ The menu gives a list of programs on the diskette. To run a 
program, tvpe the numbi^r shown in front of the progrant name, thei i3^ress the 
RETUnN kev. To access any available teacher options on the diskette, hold 

down the CTRL key and type A. 

8, Follow the directions given in the program. Remember to press the RETURN 
key after jgach answer.^^,. ' 

9. To return to the menu while running a program, press the ESC (Eseaoe) key in 

response to any question. ; 

The screen will then ask whether the current program is to be run again or not. 

If not, the menu is automatically displayed. 
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10. To use a different diskette, select the END option from the menu, and follow 
the directions on the screen. 

Turning Off The Computer 

1. Take the diskette out of the disk drive, and store it in its protective envelope. 

2. Turn off the ATARI Computer, the disk drive and the television. 
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Appendix C 

D EFlNrnONS OF TERMS 

BACKGROUND INFORMATION~ The information that explains or anrichef prcHjram 
content or provides technical information on the pro-am. 

COURSEWARE— A collection of computer pw)f?rams toother with ^^ompanp 
materials. ^v-rr , 

DOCUMENTATION — The writtCT material for the teacher to use with the computer 
program (also called a support booklet or support materials). 

DRILL AND PRACTICE— A computer program that provides repetitive practice on a 

skill or a set of facts. ' 

EDUCATIONAL GAME— A computer program that presents an instructional purpose in 
a game format. 

GRADE LEVEL — The range of grades for which the program was designed. 

HANDOUTS— The pages of the support booklet that may be duplicated fcr student ot 
teacher use. 

MODULE— The package containing the computer program{s) and the support booklet* 

OBJECTIVES— The results to be achieved by using the program and support materials. 

PROBLEM SOLVING— A computer program that procffises data for a problem defined 
by the sttKtoit. - . > - ^^^^^^ 

PROGRAM— The routines and operations that instruct the computer. 

READING LEVEL ^The readability of the text that appears on the computer screen. 

SAMPLE RUNS— The pages of the support booklet that show examples of computer 
screen output and accompanying exfdanations to outline the program flow. 

S EL O— Some Essential Learner Outcomes prepared by the Minnesota State Department 
of Educ*ation.~ When applicable these are included with the pl?jectives in "VIECC support 
booklets. 

SIMULATION— A computer program that approximates a real-world environment for 
examination. u-^'^ - . 

SUPPORT BOOKLET- The written material (also called documentation) that provides 
tha information a taachar rmy need to use the prof^-ain in a classroom. 

TEACHER AID — A computer program desigrned to assist a teacher with classroom 
;j^am^^amant ^asks, ^ 

TUTORLA.L— A computer program that provides new information to teach a concept and 
may include drill .and, practice. 
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MUSIC I - TERMS AND NOTATIONS 
TECHNICAL INIORMATION 



INTRODUCTION 

Main Program: 

Binary Files: 



INTRO 
FFS.BIN 

MUSIC.FNT 



Address: 
Length: 
Address: 
Length: 



15232 
102 

15360 
1024 



ENHARMONICS 

Main Program: 
Binary File: 



ENHARM 
MUSICTXT.FNT 



Address: 
Length: 



15360 
1024 



KEY SIGNATURES 

Main Program: 
Binary File: 



KEYSIG 

MUSICTXT.FNT 



Address: 
Length: 



15360 
1024 



NAME THE NOTE 

Main Program: 
Chains to: 

Binary Files: 



NAMENOT 
NAMN0T2 
FFS.BIN 

MUSIC.FNT 



Address: 
Length: 
Address: 
Lensrth: 



15232 
102 
15360 
1024 



NOTE TYPES 

Main Program: 
Chains to: 



Binary FDes: 



NOTETYP 

N0TETYP2 

FFS.BIN 

MUSICC.FNT 



Address: 
Length: 
Address: 
Length: 



15232 
102 
15360 
1024 



TERMS 



Main Program: 



TERMS 
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Appenclix E 



CREDITS 



« 

Music I - Terms and Notations for the ATARI Computer was converted from a series 
of programs developed by Lifi^ Borry Hausmann, formerly of the MEGC ataff. 

Testing and evaluation of the original programs with students was greatly glided by 
Elwoo4 Johnson of Minneapolfes fti^evelt High School. - 

The diskette for the Atari computer w^is programmed by Cynthia Schroeder of the 
MECC staff. 



The support booklet was compiled by Shirley Reran of the MECC staff. 
This module is a production of the MECC Instructional Services Divisicm. 
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MECC INSTRUCTIONAL SERVICES ACTIVrr 



PURPOSE: 



SERVICES: 



GENERAL 
INFORMA- 
TION: 



The primary purpose of the Minnesota Educational Computing: Consortium 
(MECC) is to assist users and educational member systems in coordinating 
and using computing resources through cooperative planning and decision 
making. MECC also provides current computing methods and materials. 

All MECC activities in instructional computing are the responsibflity of 
the Director of Instructional Services fTelephone: 612/376-1105). Direct 
any questions related to MECC policy, procedures, or regulations to this 
office. The MECC Instructional Services Division is organized as follows: 

Instructional Systems Development —This group is responsible for the 
production, coordination, and refinement of MECC instructional computing 
courseware products, computer programs, and their related user support 
material. Direct any questions on operations within this area to the 
Manager, Instructional Systems Development (Telephone: 612/376-1103). 

Technical Services— This group is responsible for operation and operating 
systems maintenance of the MECC Timeshare System (MTS), a 400+ port, 
all-purpose, multiple language computer, which serves all Minnesota public 
higher education institutions and 300 school districts. Technical Services 
also establishes and maintains the MTS telecommunications network. Direct 
any questions on operations within this area to the Manager, Technical 
Services (Telephone: 612/376-1141). 

User Services— This group is responsible for timeshare and microcomputer 

user communications and training and the distribution of computing 
equipment and MECC courseware products. A staff of instructional 
computing coordinators is located throughout Minnesota to promote and 
facilitate computer usage. Direct all questions on operations in this area 
to the Manager, User Services (Telephone: 612/376-1101). 

MECC provides the above information to assist individuals who wish to 
contact the MECC office with specific questions. Direct all written 
requests for information to the appropriate office at MECC, 25 20 Broadway 
Drive, St. Paul, MN 55113. The following two iteTis address manv routine 
questions : 

MECC Publications and Prograims Price List 

MECC distributes this free list upon request and sugo;ests that vou obtain 
it quarterly. Contact the MECC Publications Office (Telephone: 612/376- 
1118). 



MECC USERS Newsletter 

MECC distributes this free newsletter regularly durinsr the school vear to 
individuals on the mailing list. Contact the User Services Office 
(Telephone: 612/376-1117). 

All requests for visits t£ MECC must b£ scheduled in^ advance hv calling 
612/376-1130. 
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UiiHl«ci Wm^nty on MmJAm and Mafdwart Accessories. We, Atari, ina> guarantee to you, the original 
retail purcHaser, that the medium on wliic*% the APX program Is recorded and any harcN^ra 

accessories sold by APX are free from defects for thirty days from the date of purchase. Any applicable 
implied warranties, including warranties of merchantability and fitness for a particular purpose, are 
also limited to thirty daysfrom the date of purqhase. Some states don't allow limitations on a warranty's 
period, so this limitation might not apply to you. If you discover such a defect within the thirty-day 
period, call APX for a Return Authorization Number, and then return the product along with proof of 
purchase dal^ tQ APX. We will repair or replace the product at our option. ^ 

You void this warranty if the APX product: (1) has been misused or shows signs of excessive wear 
(2) has been damaged by use with non-ATARI Home Computer products; or (3) has been serviced or 
modified by anyone other than an Authorized ATARI Computer Service Center. Incidental and conse- 
quential damages are not covered by this warranty or by any implied warranty. Some states don't allow 
exclusion of incidental or consequential damages, so this exclusion might not apply to you. 

Disclaimer of Wanranty md LkiMity on Cotiiputer Programs. Most APX programs have been written 
by people not employed by Atari, Inc. The programs we selectfor APX offer something of value that we 

want to make available to ATARI Home Computer owners. To offer these programs to the widest 
number of people economically, we don't put APX products through rigorous testing. Therefore, APX 
(products are sold "as is," and wedo not guarantee them in any way. In particular, we make no warranty, 
express or implied, including warranties of merchantability andfftness for a partfeufar purpose; \Ate^^a^ 
not liable for any losses or damages of any kind that result from use of an APX product. 



For the complete list of current 
APX programs, ask your ATARI retaiter 
for the APX Product Catalog 
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EVALUATION SHEET 



Please comment on this manual and the accompanying diskette. MECC will earefully 
consider user suggestions and incorporate them into future documentation whenever 
practical . ^^"^ - • 



COMMENTS ON COMFUTER PROGRAM 



•A- 



Diskette Name : .- , ' - - ■ ^ Vol. No. Version 
P.i*ogram- Name v _ '^^ ' " - "'-I- 




COMMENTS ON MANUAL 

Title 0f Manual 
Program Name 
Page No. 



mm. 




From: Name 

Instituttofi 
Address 



ZIP 



Please detach and mail to VlECC. 



STAPLE 



STAPLE 



FOLD FOLD 



First Class 

Postage 

Necessary 



Minnesota Educational Computing Consortium 
Manager, Listruetional Systems Development 
2520 Broadway Drive 
St. Paul, MN 55113 



FOLD 



FOLD 



P.O. Sox 3705 

Santa Clara CA 95055 



Review Form 



We re interested in your experiences with APX programs 
and documentation, both favorabie and unfavorable- 
Many of our authors are eager to improve^tDeir programs 
if they know what you want J^nd, of course, we want to 

know about any bugs that slipped by us, so that the 
author can fix them. We also want to know whether our 



instructions are meeting your needs. You are our best 
source for suggesting improvements! Please help us by 
taking a moment to fill in this review sheet. Fold the she^t 
In thirds and seal it so that the address on the bottom of 
the back becomes the envelope front. Thank you for 
helping usi 



1. >jlafise and APX numl^er of program. 



Z If you have problems using the program, please describe them here. 



3. What dp you especially like about this program? 



4. What do you think the program's weaknesses are? 




5. How can the catalog description be more accurate or coiinprehiwive? 



6. ' On a scale of no 10, 1 being ''poor" and 10 being ''excellent", please rate the follQwing aspects of this program: 
Easy to use 

User-oriented (e.g., menus, prompts, clear language) ; 



. Self-instructive 

. Useful (non-game programs) 

. Imaginative graphics and sound 



7. Describe any tecfinicai errors you found in the user instructions (please give page numbers). 



8. What did you especially like about the user instructions? 



9. What revisions or additions would improve these instructions? 



10. On a scale of 1 to 10, 1 representing "poor" and 10 representing "excellent", how would you rate the user 
instructions and why? 



11. Other comments about the program or user instructions: 



rrom 



STAMP 



ATARI Progrann Exchange 

P.O. Box 3705 

Santa Clara, CA 95055 



(seal herej 



